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GAMING MACHINE WITH WIN
MULITIPLIER FEATURE

FIELD OF THE INVENTION

The present invention relates generally to gaming
machines and, more particularly, to a gaming machine with a
win multiplier feature.

BACKGROUND OF THE INVENTION

Gaming machines, such as slot machines, video poker
machines and the like, have been a cornerstone of the gaming,
industry for several years. Generally, the popularity of such
machines with players 1s dependent on the likelithood (or
perceived likelihood) of winning money at the machine and
the 1ntrinsic entertainment value of the machine relative to
other available gaming options. Where the available gaming
options 1nclude a number of competing machines and the
expectation of winning each machine 1s roughly the same (or
believed to be the same), players are most likely to be
attracted to the most entertaining and exciting of the
machines. Shrewd operators consequently strive to employ
the most entertaining and exciting machines available
because such machines attract frequent and extended play
and hence 1ncrease profitability to the operator. Accordingly,
in the competitive gaming machine industry, there 1s a con-
tinuing need for gaming machine manufacturers to produce
new types of games, or enhancements to existing games,
which will attract frequent and extended play by enhancing,
the entertainment value and excitement associated with the
game.

SUMMARY OF THE INVENTION

A method and apparatus for conducting a wagering game
are disclosed. After a player makes a wager, a display depicts
a combination of symbols. If the displayed combination
yields a predetermined award and meets a predetermined
criterion, a win multiplier feature 1s mnvoked. The predeter-
mined criterion may, for example, be that at least one of the
symbols of the combination 1s a special wild symbol that
substitutes for the other symbols in the combination. In the
win multiplier feature the symbols of the combination are
associated with respective multipliers, and then the player 1s
prompted to select one of the symbols of the combination.
The display reveals the multiplier associated with the selected
symbol. The predetermined award i1s multiplied by the
revealed multiplier.

The wagering game may, for example, be a video or
mechanical reel slot game 1n which a plurality of symbol-
bearing reels are rotated and stopped to place the symbols on
the reels 1n visual association with one or more pay lines. The
wagering game may also be any other wagering game, such as
video poker, mnvolving the display of a plurality of symbols.

Additional aspects of the mvention will be apparent to
those of ordinary skill in the art 1n view of the detailed
description of various embodiments, which 1s made with
reference to the drawings, a briel description of which 1s
provided below.

BRIEF DESCRIPTION OF THE DRAWINGS

The foregoing and other advantages of the mvention will
become apparent upon reading the following detailed
description and upon reference to the drawings in which:
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2

FIG. 1 1s aperspective view of a gaming machine embody-
ing the present imvention;

FIG. 2 1s a block diagram of a control system suitable for
operating the gaming machine;

FIG. 3 1s a display image associated with a basic slot game
and showing a symbol combination for triggering a “first
screen” win multiplier feature;

FIGS. 4 through 6 are display images associated with the
win multiplier feature;

FIG. 7 1s a display image associated with the basic slot
game and showing a symbol combination for triggering a
“second screen” “Cash Flow” bonus game; and

FIGS. 8 through 27 are display 1mages and views associ-
ated with the “Cash Flow” bonus game.

While the invention 1s susceptible to various modifications
and alternative forms, specific embodiments have been
shown by way of example in the drawings and will be
described 1n detail herein. However, it should be understood
that the invention 1s not intended to be limited to the particular
forms disclosed. Rather, the invention 1s to cover all modifi-
cations, equivalents, and alternatives falling within the spirit
and scope of the invention as defined by the appended claims.

DESCRIPTION OF SPECIFIC EMBODIMENTS

Turning now to the drawings and referring mmitially to FIG.
1, a gaming machine 10 1s operable to play a wagering game.
The wagering game includes a basic video reel slot game and
a win multiplier feature triggered by a line pay symbol com-
bination formed with a special Wild Plus symbol. In addition
to the win multiplier feature, the basic slot game may produce
certain outcomes for triggering other special features and
bonus games.

The gaming machine 10 includes a primary visual display
12 preferably in the form of a cathode ray tube (CRT), liquad
crystal display (LCD), plasma, or other type of video display
known 1n the art. The display 12 preferably includes a touch
screen overlaying the monitor. In the illustrated embodiment,
the gaming machine 10 1s an “upright” version 1n which the
display 12 1s oriented vertically relative to the player. Alter-
natively, the gaming machine may be a “slant-top” version in
which the display 12 1s slanted at about a thirty-degree angle
toward the player of the gaming machine 10. In addition to the
primary display 12, the gaming machine may include a sec-
ondary display 13 for depicting certain special features and
bonus games.

FIG. 2 1s a block diagram of a control system suitable for
operating the gaming machine 10. Money/credit detector 16
signals a central processing unit (“CPU”’) 18 when a player
has mserted money or played a number of credits. The money
may be provided by coins, bills, tickets, coupons, cards, etc.
Then, the CPU 18 operates to execute a game program that
causes the display 12 to display five simulated symbol-bear-
ing reels. The player may select anumber of pay lines to play,
select an amount to wager on the selected lines, and start game
play via the touch screen 20 or the push-buttons 14, causing
the CPU 18 to set the reels in motion, randomly select a game
outcome, and then stop the reels to display symbols corre-
sponding to the pre-selected game outcome. In accordance
with the present invention, a line pay symbol combination
formed with a special Wild Plus symbol triggers a win mul-
tiplier feature.

A system memory 22 stores control software, operational
instructions and data associated with the gaming machine 10.
In one embodiment, the system memory 22 comprises a sepa-
rate read-only memory (ROM) and battery-backed random-
access memory (RAM). However, it will be appreciated that
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the system memory 22 may be implemented on any of several
alternative types ol memory structures or may be imple-
mented on a single memory structure. A payoll mechanism
24 1s operable 1n response to mstructions from the CPU 18 to
award a payoll to the player 1n response to certain winning
outcomes that might occur in the basic game or the win
multiplier feature. The payoil may be provided in the form of
coins, bills, tickets, coupons, cards, etc. The payoll amounts
are determined by one or more pay tables stored 1n the system
memory 22.

In one embodiment, the gaming machine 10 1s operable to
play a game entitled Monopoly Cash Flow™ (MONOPOLY
1s a trademark of Hasbro, Inc. for its property trading game
and equipment). Referring to FIG. 3, a basic video slot game
1s 1implemented on the display 12 on simulated reels 30 that
are rotated and stopped to place symbols on the reels 30 1n
visual association with a number of pay lines 32. In the
illustrated example, the number of reels 30 1s five and the
number of pay lines 32 1s twenty. The number of reels and pay
lines may, however, be varied to be more or less than the
number 1llustrated. Also, the video display 12 may be
replaced with a mechanical display including a number of
physical reels driven by stepper motors. Each of the pay lines
32 extends through one symbol on each of the reels 30.

Generally, game play 1s mitiated by inserting money or
playing a number of credits, causing the CPU to activate a
number of pay lines corresponding to the amount of money or
number of credits played. In one embodiment, the player
selects the number of pay lines (between one and twenty) to
play by pressing a “Select Lines” key 34. The player then
chooses the number of coins or credits to wager on the
selected pay lines by pressing a “Bet Per Line” key 36. After
selecting a number of pay lines and a wager amount, the reels
30 may be set in motion by touching a “Spin Reels” key 38 or,
if the player wishes to bet the maximum amount per line, by
using a “Max Bet Spin” key 40. Alternatively, other mecha-
nisms such as a lever or push button may be used to set the
reels 1n motion.

The CPU uses a random number generator to select a game
outcome (e.g., “basic” game outcome) corresponding to a
particular set of reel “stop positions.” The CPU then causes
cach of the video reels 30 to stop at the appropriate stop
position. Video symbols are displayed on the reels 30 to
graphically 1llustrate the reel stop positions and indicate
whether the stop positions of the reels represent a winning,
game outcome.

A pay table identifies winming basic game outcomes (€.g.,
symbol combinations resulting 1n an award of credits or a
bonus game) and the awards associated with such outcomes.
In one embodiment, the pay table 1s affixed to the machine 10
and/or displayed by the video display 12 1n response to a
command by the player (e.g., by pressing a “Pay Table”
button 42). A winning basic game outcome occurs when the
symbols appearing on the reels 30 along an active pay line
correspond to one of the winning combinations on the pay
table. A winning combination, for example, could be three or
more matching symbols along an active pay line, where the
award 1s greater as the number of matching symbols along the
active pay line 1ncreases. If the displayed symbols stop 1n a
winning combination, the game provides the award 1dentified
in the pay table for that combination. If the award 1s a number
of credits, the game typically multiplies that number of cred-
its by the number of credits wagered on the winning pay line.
The player may collect the amount of accumulated credits by
pressing a “Collect” button 44. In the 1llustrated example, the
winning combinations start from the leftmost reel and span
adjacent reels, 1.e., winning line pay combinations pay left to
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4

right only. In an alternative implementation, the winning
combinations start from either the leftmost reel or the right-
most reel and span adjacent reels, 1.e., winning line pay com-
binations pay leit to night and right to left.

Included among the plurality of basic game outcomes are
start-feature outcomes for triggering play of different special
game features. The special game features may, for example,
include the win multiplier feature and other bonus games. A
start-feature outcome may be defined 1n any number of ways.
For example, a start-feature outcome occurs when a special
start-feature symbol or a special combination of symbols
appears on one or more of the reels 30. The start-feature
outcome may require the combination of symbols to appear
along an active pay line, or may alternatively require that the
combination of symbols appear anywhere on the display (i.e.,
“scattered”) regardless of whether the symbols are along an
active pay line. The appearance of a start-feature outcome
causes the CPU to shift operation from the basic game to the
associated special game feature.

The win multiplier feature 1s triggered when a Wild Plus
symbol 46 completes a winning combination along an active
pay line 32. In the 1llustrated example, the Wild Plus symbol
46 completes a line pay combination of railroad symbols 48.
The symbols 1n the winning combination may, for example,
be highlighted using a flashing border.

In alternative embodiments, the Wild Plus symbol 46 1s not
a prerequisite to triggering the win multiplier feature; other
criteria may be used to trigger the feature. Such criteria may,
for example, include certain predetermined line pay out-
comes, outcomes along particular pay lines, outcomes con-
taining a particular number of symbols, certain predeter-
mined scatter pay outcomes, combinations of the foregoing
criteria, etc. To add an element of surprise, the win multiplier
feature need not be triggered every time the criteria 1s met-1f
the criteria 1s met, the CPU may randomly determine whether
or not to trigger the win multiplier feature.

Referring to FIG. 4, the Wild Plus symbol 46 transforms
into the winning combination’s symbol which, 1n this case, 1s
a railroad symbol 48. At the commencement of the win mul-
tiplier feature, the symbols 48 (including the transformed
symbol 46) of the winning combination are associated with
respective multipliers for multiplying the pay table’s standard
payout for that combination. The multipliers may, for
example, range from 2x to 5x. The CPU may randomly select
the multipliers to be associated with the respective symbols
48 from a weighted or unweighted table.

Referring to FIG. 5, the player 1s then prompted to select
one of the highlighted symbols 48 from the winning combi-
nation.

Referring to FIG. 6, the selected symbol reveals a multi-
plier that multiplies the standard payout for the winning com-
bination. In the illustrated example, the selected symbols
reveals a 3x multiplier. Theretfore, 11 the standard payout in
the pay table for a winning combination of four railroad
symbols 48 1s 100 credits for each credit wagered along the
winning pay line, then this standard payout 1s multiplied by 3
for a total payout of 300 credits (for each credit wagered along
the winning pay line). After the player selects one of the
symbols 1n the winning combination, the unselected symbols
also reveal the multipliers that they would have awarded had
the player selected one of those symbols.

As noted above, other special features and bonus games
may be triggered by other start-bonus outcomes that occur in
the basic slot game. Referring to FIG. 7, three scattered Water
Works symbols 30 triggers a “Cash Flow™ bonus game. The
image on the screen transforms to what 1s shown in FIG. 8.
Referring to FIG. 8, the player 1s prompted to select one of
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three water towers 52 to reveal a number of free spins of the
reels. Referring to FIG. 9, here the player selects the middle
water tower 52. Mr. Monopoly opens the corresponding valve
54 which, according to FIG. 10, awards five free spins of the
reels. Referring to FIG. 11, the player 1s then prompted to
select one of three new water towers 56 to reveal a property
selected from the properties commonly associated with the
MONOPOLY trading game. Referring to FIG. 12, here the
player selects the left water tower 56, and Mr. Monopoly
opens the corresponding value 58. Referring to FIGS. 13 and
14, the player 1s prompted to look up at the secondary display
13 (shown in FIG. 14) as the property (in this case, “St. James
Place™) 1s awarded to the player.

The secondary display 13 generally includes a Monopoly
game board 13a encompassing an interior video display 135.
The game board 1s printed on a backlit glass panel. Each
property on which houses/hotels can be built reveals a respec-
tive LED meter 60, which indicates the current value 1n cred-
its of the associated property. The LED meter 60 1s mounted
behind its associated property. In an alternative embodiment,
the game board 13a 1s part of the video display 135 such that
the game board 13a 1s a video 1image instead of a printed
panel. In the illustrated example, the LED meter 60 for St.
James Place indicates that this property 1s mitially worth 10
credits. The value of the property may, however, increase
betfore the end of the bonus game.

Referring to FIG. 15, the bonus game proceeds with the
free reel spins awarded in connection with FIG. 10. The
player uses the free spins to attempt to collect more properties
on the game board (due to the appearance of Deeds symbols
64) and to increase the credit values of the properties (due to
the appearance of Mr. Monopoly symbols 66). During the
free spins, the player 1s also paid for any winning combina-
tions (e.g., line pays and scatter pays) identified by the stan-
dard pay table. To commence the free spins, the player is
prompted to press an onscreen button 62.

Referring to FIG. 16, here the first free spin yields a win-
ning combination of four Electric Company symbols 68
along a pay line 32. This line pay awards 30 credits.

Referring to FIG. 17, the second free spin does not vield
any winning combinations, but rather yields a Mr. Monopoly
symbol 66 on the third reel. Referring to FIGS. 18 and 19, Mr.
Monopoly “qumps out” of this symbol position and “sends”
money up to the secondary display 13 in FIG. 20, thereby
increasing the credit values of all the properties (including
any properties previously collected by the player). St. James
Place, for example, 1s now worth 20 credits according to 1ts
LED meter 60.

Referring to FI1G. 21, the third free spin yields a winming,
combination of three House symbols 70 along a pay line 32.
This line pay awards 20 credits. The third free spin also yields
two Deeds symbols 64. Referring to FIG. 22, the Deeds
symbols 64 “move up” to the secondary display 13 in FIG. 23
and randomly award a pair of properties, one for each Deeds
symbol 64. Here, the player has been awarded Ventor Avenue
and Mediterranecan Avenue. The awarded properties are
shown on the video display 135 and highlighted on the game
board 13a. Two free spins still remain.

FI1G. 24 moves forward 1n time to the last free spin, which
yields (1) another line pay combination of four Free Parking
symbols 72 (including one wild) worth 100 credits, (i1) two
Deeds symbols 64, and (111) a Mr. Monopoly symbol 66.
Referring to FI1G. 25, the Deeds symbols 64 “move up™ to the
secondary display 13 1n FIG. 26 and randomly award a pair of
properties, one for each Deeds symbol 64. Here, the player
has been awarded Atlantic Avenue and Illinois Avenue. The
awarded properties are shown on the video display 135 and
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highlighted on the game board 13a. As before, Mr. Monopoly
“umps out” of this symbol position and “sends™ money up to
the secondary display 13, thereby increasing the credit values
of all the properties.

The bonus game ends when the player runs out of free
spins. Referring to FIG. 27, at the end of the bonus game the
credit values of all the collected properties are accumulated
and awarded to the player. Here, the collected properties yield
a total “property” bonus of 500 credits, comprised of 28
credits for St. James Place, 7 credits for Mediterranean
Avenue, 60 credits for Ventor Avenue, 300 credits for Board-
walk, 55 credits for Atlantic Avenue, and 50 credits for Illi-
nois Avenue. The line pays yield a total “winning symbol
combination” bonus of 150 credits, comprised of a 30 credit
line pay for the first free spin, a 20 credit line pay for the third
free spin, and a 100 credit line pay for the fifth free spin.
Therefore, 1n the illustrated example the bonus game yields a
total bonus of 650 credits.

While the present invention has been described with refer-
ence to one or more particular embodiments, those skilled 1n
the art will recognize that many changes may be made thereto
without departing from the spirit and scope of the present
ivention.

For example, in the win multiplier feature one of the trig-
gering reel symbols may be selected by the CPU without
player involvement.

Also, the triggering symbols need not be along an active
pay line 1n order to trigger the win multiplier feature; for
example, the triggering symbols could be scattered.

Further, the win multiplier feature could be implemented in
other games, such as video poker or a mechanical reel slot
game, mvolving the display of a plurality of symbols. The
teature could be implemented in a mechanical reel slot game
by using, for example, a secondary display to indicate a
multiplier associated with a selected triggering symbol. The
button panel 14 may be used to select one of the triggering
symbols.

Each of these embodiments and obvious varniations thereof
1s contemplated as falling within the spirit and scope of the
claimed 1mvention, which 1s set forth 1n the following claims.

What 1s claimed 1s:

1. A method of conducting a slots game having a basic
game and a special feature displayed within the basic game,
the basic game including a paytable defining awards and
winning symbol combinations associated with the respective
awards, the method comprising;:

receving a wager to play the basic game in response to an

input via at least one mput device;

displaying on a display device a plurality of symbols along,

one or more paylines to indicate an outcome of the basic
gaAMme;

and

i1 the displayed plurality of symbols for the basic game

includes one of the winning symbol combinations
arranged along a first one of the paylines and meets a
predetermined criterion, implementing via at least one
processor the special feature within the basic game by:
associating multipliers with symbols within the winning
symbol combination arranged along the first one of
the paylines;
after associating multipliers with symbols within the
winning symbol combination, selecting from the dis-
played plurality of symbols for the basic game one of
the symbols of the winning symbol combination;
revealing the multiplier associated with the selected
symbol;
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multiplying, by the revealed multiplier, an award asso-
ciated with the first one of the paylines; and
awarding the multiplied award.

2. The method of claim 1, wherein the predetermined cri-
terion includes that at least one of the symbols along the first
one of the paylines of the winning symbol combination 1s a
special symbol different than the other symbols of the win-
ning symbol combination.

3. The method of claim 2, wherein the special symbol along
the first one of the paylines 1s wild for the other symbols of the
winning symbol combination.

4. The method of claim 1, wherein the selecting step 1s
performed by a player.

5. The method of claim 1, wherein the selecting step 1s
performed by the at least one processor processor without
player involvement.

6. The method of claim 1, further including after the select-
ing step, revealing the multipliers associated with unselected
ones of the symbols along the first one of the paylines of the
winning symbol combination.

7. The method of claim 1, wheren all the symbols along the
payline within the winning symbol combination are associ-
ated with multipliers.

8. A method of conducting a slots game having a basic
game and a special feature displayed within the basic game,
the method comprising;:

receiving a wager to play the basic game 1n response to an

input via at least one mput device;

displaying on a display device a plurality of symbols along

one or more paylines to indicate an outcome of the basic
gaAme;

and

if the displayed plurality of symbols along one of the pay-

lines yields a predetermined award and meets a prede-

termined criterion, implementing via at least one pro-

cessor the special feature within the basic game by:

associating multipliers with symbols along the payline
that yields the predetermined award;

alter associating symbols with respective multipliers,
selecting one of the symbols along the payline that
yields the predetermined award;

revealing within the displayed plurality of symbols the
multiplier associated with the selected symbol;

multiplying the predetermined award by the revealed
multiplier; and

awarding the multiplied predetermined award.

9. The method of claim 8, wherein the predetermined cri-
terion includes that at least one of the symbols along the
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payline that yield the predetermined award 1s a special sym-
bol different than the other symbols that yield the predeter-
mined award.

10. The method of claim 9, wherein the special symbol
along the payline 1s wild for the other symbols that yield the
predetermined award.

11. The method of claim 10, wherein the special symbol
along the payline transforms to appear like the other symbols
that yield the predetermined award.

12. The method of claim 8, wherein the selecting step 1s
performed by a player.

13. The method of claim 8, wherein the selecting step 1s
performed by the at least one processor processor without
player involvement.

14. The method of claim 8, further including after the
selecting step, revealing the multipliers associated with unse-
lected ones of the symbols along the payline that yields the
predetermined award.

15. A gaming apparatus for conducting a slots game having
a basic game and a special feature displayed within the basic
game, the apparatus comprising:

a value 1input device for recerving a wager to play the basic

gaAMme;

a display for displaying a plurality of symbols along one or

more paylines to indicate an outcome of the basic game;
and

11 the displayed plurality of symbols arranged along one of

the paylines yields a predetermined award and meets a

predetermined criterion, a processor operative to imple-

ment the special feature within the basic game by:

associating multipliers with the plurality of symbols
along the payline that yields the predetermined
award:

after associating the symbols along the payline with
respective multipliers, selecting one of the symbols
that yield the predetermined award;

causing the display to reveal within the displayed plu-
rality of symbols the multiplier associated with the
selected symbol;

multiplying the predetermined award by the revealed
multiplier; and
awarding the multiplied predetermined award.

16. The apparatus of claim 135, wherein the predetermined
criterion includes that at least one of the symbols along the
payline that yield the predetermined award 1s wild for the
other symbols that yield the predetermined award.

17. The apparatus of claim 15, wherein the processor 1s
operative to select the one of the symbols along the payline as
directed by a player.
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